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SOME SORT OF 
CREATURE FLYING | 
: ACROSS THE SK: 


CMON GIRL! 
PONT BE NERVOUS! YF 
I'VE NEVER VENTURED FF 


yy 
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PAST THE FIR6T RIDGE Jie 
EITHER. r 
) a 
i : ; = ee 
j NW SUT THERES 
ALWAYS A 


A FURST TIME... 


WO OME 
CAN SURVIVE 
THE SANOS OF 
SUKURVIA 
FOR LONG. 


ANP 
SOMEONE 
RIDES ON (16 

BACK LZ 


AND YOULL 
BE BACK GRAZING 
IN THE FOREST LANIS 
BEFORE YOu-- 


IVE Gotta \ %% 
HELP iM ) fe 
BEFORE "514 
700 LATE! 


DOWN AS £AS/LY } 
AS A MONOK! 


f 
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youmay 
HAVE KILLEP 


23 
SOS = NEN 
gZ : 
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LEGEND OF THE FALLEN ANGEL 
ON THE WORLD OF MAGIC: THE GATHERING #1 


by Nancy Collins and Richard Kane Ferguson with 

Gover by Clyde Cauldwell 

Includes a free, rare “Fallen Angel” Magic: The Gathering 
Chronicles card. 


Presenting the origin of one of the most powerful characters 
from the Magic: The Gathering Legends expansion set — the 
Fallen Angel. This is the violent, epic. tale of Trine, a 

majestic Serra Angel summoned and betrayed by the 
foulest of wizards. Trine’s dark odyssey of self-discovery, 


< vengeance, and redemption commences on the battlefields 
of prehistoric Dominaria — and culminates in a confronta- 
tion between the Fallen Aulual and Net Serra Angel sisterst 


This prestige format, 64- -page Hoi is written by best-selling 
author, Nancy Collins, and fully-painted by one of the 
Wizards of the Coast's most Aigo arch Richard i Kane 


Ferguson. 


' porting a a cover, by dffowned fantasy painter, Clyde 
( dwell, and Magic: The Gathering gaming tips by rules 
guru, Shawn Carnes, this hook will be an awesome addition a 


to every Magic: The one fan's collection. 
Sill#Alils iN JANUARY” 


I'VE ABOUT 
HAP \T WITH you, 
S\ STINK BREATA.. 


A «YOU'RE NOT 
SAWN THE ONLY Beast 
ON THE SAND THaTs 
WORKED UP-- 


CAN'T STAY 
WORMS TEETH \ AWAKE-- 
PIERCED MV TH6 HEALING 
SALVE NORE, 
BE S71Z 


MY SON-- 
| THOUGH 1, 
TOO, AM 
INJUZEP.. 


oo. a THE WORME ARE 
WA RE oe SCAVENGERS, Cat 
MAN-- THEY CAN SMELL 
THE BLOOP OF MAN 
AND BEAGT FOR MILES, 


LA 


PZ iA 

«. THOUGH I'VE NEVER | 

SEEN THE LIKES OF YOU : 
OR YOUR FLYING MOLNT-- 
IT DOESNT DESERVE TO BE 


FORDER FOR THESE CRAWLERS. Jam | 
N 7 
 Lg@\ nt 


é 
FORGIVE US FOR 
LEAVING THE 


NAMES 
SEDIT-- JLOIT 
OSJANEN, 


WHEW! \F THIS 
16 WHAT MY PAO 
HAD 10 ENDURE, HES 
EVEN BRAVER THAN 

1 THOUGHT! 


WY” ve vect 
EFRAVA YEARS 
{AGO 7 FIND PROOE 
OF OTHER LANS 
AND OTHER 


HA IF HE HAP 
STAVED PUT, THE 


60... THERE ARE 
MANY PEOPLE LIKE 
YOU? AND YOU'VE HAD 
WO CONTACT WITH THE 
REST OF THE WORLD? £7 F ac “TIL JUST NOW, 
ty —— q THERE WAGA'T ANY 
REST OF THE WORLD! 
1 CAN'T WAIT TO S€é 
THE LOOKS ON 
THEIR FACES... 


LE 


| AN? ON THE é 
mS 4AN7S OF SUKURVIA, 
m| WINE TRIBES S1007 
TRIAL FOR THE S/WS 

OF THEI PEOPLE A 


eis ay hy 


, 3 


ti. 


fj 


Mi 


: ‘ 


Poe ! 


™.. WHEN WE GET th 


TO MY VILLAGE!” 


A 
LN) 


»~ fi 
(Ch 
(J 
si, 
AQ 


cen NE, 


TERRENT AMESE 


LOOKE? VOWN AT THE , 
RULERS OF THESE TRIBES, |A 


THEN, SHE NOTICE? OWE 
pwc HAD YET 1O 6PEAK, / 


“ge 


wees 


~ 


1 eal oF 


THAT BOY |6 


NOTHING 


BUT TROUBLE! 


AN? COMMANPED 


ATONEMENT FOR THER f 


PEOPLES’ GROWING 
IMMORALITY. 


1 


“MY NAME |S 
OSANEN,” HE Prayer, 
“SPARE MY PEOPLE--\@z 
ALL OF THEM-- AND SS 
ACCEPT MY ACMIBLE 
SACRIFICE." 


eae 


THEY HAP BECOME 
LAZY, INPULGENT... AME! 
AMESE Was LWLONIMECE? Ye 
BY THEIR APOLOGIES. BUT Mm 


, ‘ 

/ 
WITH THAT, OSANEN Ny)” 
6PEP TO THE WATER, Y | 
AND FLUNG HIMSELF 


Pe N26 werwess. 
. @ | THE OTHER LEADERE 


fue a “Som . 


THE REMAINING 
RULERS TO RE6URRECT 
HiM, A7LL ING THE 
_ UNWORTHY EIGHT IN 
1h THE PROCESS, 


ANP SHE SPOKE TO 
THE NINE TRIBES,” TovAY, 


L SEE THERE IS STILL HOPE 


FOR MY OLY PEOPLE. UNITE 

BEHINP OJAWENM, FOR I 

WILL SHOW HIM THE WAY 10 
MY REALM..EFRAVA. 


mK 


« 


THIG MOST 
HOLY OF 
DAV6-- 


DON'T KNOW, BUT 
SOMETHING 
TELS ME... 


MIN WITH HIM?/ 
K 1s 
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“ATLL EVER BE TH 
SANE “ZOUNP HERE” B 


a 
VY 
* pe 
hs 


tL 


4 - V4 

ow \\ <\ 
ed 

“4 er 4 oS 


oa 


“OND POOR OL’ \\ 
JEDIT FINALLY GONNA xe 


OBSESSION 


BW YOU HAVE WITH 
YOUR LATHER | 
Has BEEN YOUR 


HOW COUL? 

YOU BRING THAT, 
THAT... ABERRA- 
TION BACK TO 


HOLD STILL! 
1 can't see } 
ANY THING J 


JON'T You 
SEE > THIS 
MEANS VAD WAS 

\ RIGHT! WE'RE 
NOT ALONE IN 


THIS ONE 
SMOOTH-SKIN 
OISPROVES 
EVERYTHING OUR 
PEOPLE AA/OW 

ABOUT THE 

OUTSIPE. 


YOU OISGRACE 
YOURSELF, JEPIT! WHAT 
I PREACH 14 WOT A LIE! 
IT 16 THE FUR ANV BONE 
OF OUR PEOPLE! 


CALM 
YOUR6ELE, 


\ MuUsaTAa! 


TERRENT AMESE TELLS 

US WE ARE ALONE. THI6 ¥ 

"6MOOTH-SKIN" OF YOURS 
16 60ME KIN? OF 
HARBINGER ! 


YES! WHAT SWHOLLDY 


KILL HIM... 
WOW, BEFORE 
THI6 GOES 


BE DONE WITH THE 
FLATSNOLUT ” 


WE NOT 
QUESTION 


THE PRISON- 
ER FIRST 7 pe 


THEN IT |S DECIDED, 
FOR THE CONTINUED 
SOVEREIGNTY OF 
EFRAVA, THE STRANGER 
MUsT-- 


THERE WILL BE Wye 
PLENTY OF TMEY RIGHT NOW, 
To $@OoLe your Oke CAPTIVES 

SON, Later, , FUTURE \b THE 


Lig. 


WE HAVE EVERYTHING 
WE NEED ABE IN EFRAVA. 
THERE |S WOTHING HE CAN 
OWE TO US... BESIDES, HE 

REEKS OF ODDITY, 


Wie BRING YOUR EARS 
UP, YOUNG ONE! HAVE 
@ RESPECT FOR YOUR { ' 
\ MOTHER-- \E NOT : i | ly 4G 
{ 
FOR HER ROBES! i PP as 5 THe ONLY 
: Y ONE WHO S665 THE 
| FOREST FOR THE TREES 
THERE ARE O7HER 
BEINGS WHO THINK, 
WHO oe WHO 


THERESA OW 
WORLP BEYOND 
THE FIRST RIDGE, | 

\ WAITING 10 BE 


if SEVIT-YOU HAVE 
WASTED THREE YEARS 
| PERCHED ON THAT DANNE? 


NOW LEAVE US! 
WE'LL DECIPE ON your 
FOR LONG. IT 14 TIME TO PUNISHMENT 
SET ASIDE CHMLOISH 
THINGS... ACCEPT THAT 
YOUR FATHER \S WITH 
TERRENT AMESE, 


shh, Uf ij 
{| hs lk 


Abd 


\’ 


THE CREATURE 
1 FOUND MAY_HAVE 
KNOWLECOE OF 

WHERE HE 14 / 


Y LWLl OE 
BEFORE I LET 


THIS ISN'T 
PLAY TIME 
ANYMORE, JEVIT! 
VON'T THINK I 
WON'T AUW YOU 
THIZOUGH / 


DROP (7, 
RUKO! T BEAT 


SHEATHE YOUR SWORE 
JEPIT-- ANP BECAUSE OF 


YOUR MOTHERS STAMOING 
WITH THE COUNCIL, IT WILL 
s BE OVERLOOKED 


KE 


wuat 16 a 
BARKWORM7 A 
fn 


4 


IM SORRY, 
DIPN'T KNOW YOU 
WERE AWAKE. }i- 

MY NAME IS | 

JEDIT OJANEN ! 


( L- ) 


cs (H 


IVE HEAL... 
ANP YOU HAVE Y%F7-) 4 
TO ANSWER MY ’ 
QUESTION.’ 


OH, BARKWORMS 
ARE THESE HUGE 
SNAKEY BEASTS, 
WITH B/G TEETH, 


SS P : = fi a 
Pe. YS IN THE MONTHS 


BEFORE MATING SEAEON, 
THE 


MALES GET 


AJ) TOGETHER IN PACKS AND 
TRAVEL IN STRAIGHT LINCS, fi 


1 6AIB, WHAT 
IN THE WORLD 16. A 


it rate aR) Ma | 22 seas 
‘ ECE... HELPING? WHAT I SAI7 ABOUT 


? 

“THEY'RE LISEP 10 (7. IT Bde irdalb 
YA WAPPENS ALL THE TIME. IT BN - 

MECN... ITS NOT THAT. hel 
Hi SERIOUS! OUR BEST HUNTERS many 

WILL BE SENT TO THE creck fe 

10 ROUT THE BaRKWwoRMS 

IN ANOTHER. VIRECTION 


/ ENOUGH TO CONFIRM 
YOUR FEELINGS ABOUT 
THE WORLV-- THERE are 

MANY POZEMS OF 
PEOPLES OUT THERE, ALL 
DIFFERENT FROM YOURS, 


/ BUT...ANY AT 
i ALL LIKE ME7 


OF YOU ARE 
HERE \\ YOUR 


--BHE COULIN' ABIE 
YOUR FATHER'S PHILOSOPHY, 
— COMLP SHE? 


\ 


Fe: 
Wi 
Ml ) Ly i 
“ON THE Day mY FATHER Zeer | 
EFRAVA, 1 WAS THE OAL Y One | 
WHO CAME TO SEE HIM OFF 
> 


hy 


TO HAVE BELIEVED THE WORLD 

WAS MADE FOR TWO-LECS OFMER 

THAN CAT PEOPLE...1T WAS BLASPHEMY. 
: iy PT ay 


“6HE EYSHVOWEP HERSELF 
FROM MY FATHER ANU RETREATED 
EVEN PEPER INTO HER SCRIPTURES, 
HMPH... 6BHE MIGHT WELL HAVE 


UP ON MY FATHERS, 
SMOOTH- SKIN... 1 NEVER 


WILL,” 
ie ww a am 


ve BLOOP OF AN 
AOVEN TURER 
RUNS THROUGH YOUR 
VEINS--L CAN SEASE 

IT. SET ME FREE, 
Gp JEVIT, ANP 1 WILL SHOW 
YOU THE WORLP, 


| 


IT'S AS IE T'LL FALL OFF THE EDGE 
OF THE WORLP-- INTO BEEP WATER!” 
Nea ia 2) Se i 
% "EVES FORWARC, JEDIT! ENOUGH 
WAITING‘ ENOUGH OF ROUTING THE 
BARKWORMS! WOWPER LAYS AMEAD!” 
_— ? 
WW “YOU NEVER TOL? ME YOUR . 
NAME, SNOOTH- SKIN,” 


ry ) 5, 


5 | "I PREFER TO |. 
Bey 74 BE CALLED... |e 
<w JOHAN.” 


ra 
m) “Tl CAN'T BELIEVE I'M LEAVING! 


Comics” brings Targe 
nes popular Mutant Chronicles 
14 Doom rooper Universe to the — 


a ‘book world! 


issue contains a a 
‘oper trading card that: 


liam King and Jeff Conner 


| Painted Cover Ni hj lage Parente Alex Harley 


ete 


‘Twelve. houre fater.. 


17 1 DON’T KNOW WHAT 
[ l WAS THINKIWO. THEY — STILL YOUR 
WEREN'T BRED FOR USE Lar Y FEARS, BOY. 1'VE 
IN THE SUKURVIA, WITH- Ci FACED WoRSE 
OUT HER-WE WON'T LAST yy) PREPICAMENTS 
MUCH LONGER! J 


HOLD 'N’ YER 
| SL/RROUNDED! ‘\\ 
Fal Surrenver vee | 
WEAPONS, 
IMMEDIATELY! 


Pi 


CU 


I 6aip--take % 
YER FUZZY MITT 
OFF YA SWORC, 

4 OR I'LL REMOVE 
IT For YER. 


E> 


PO AS HE 
SAYS, JEVIT! THESE 
PEOPLE ARE NOT 

RNMOWN FOR 
THEIR PATIENCE. 


7 OKeY..BUT Se 
SST FOR THE 
TIME BEING! fe 


} “JOHAN, WHAT /S IT? SoS 
EVERYTHING'S SHAKING.” |e? — Ze éf e 
: Le CT Se LETS BRING EM ON HOME.’ 
“JUST ONE OF THE SAND «LA MAZEZON SHOULD BE 
WARRIORS’ MANY MOVES OF 


PARTIAL W\TH TOvAaY’S 
TRANSPORTATION, JEDIT.” Fg 8 CATCH. 


ARIGHT, CRAWLERS / 


Jedit lookson. 
with the eyes 


AS the deseré ray : of a newborn 
glides across Sukurvia... 3] 


/ YéR EVER SEEN 
ANYTHIN’ LYKE IT? 

LOOKS LIKE A 
TAWNY K\TCAT/ 


Am 2 
Thr 


“I6 THIS JUST ANOTHER 
ONE OF THEIR “MANY 


al 4 
“VERY FUNNY.’ JUST DON'T DO 
ANYTHING RASH “TIL AFTER | 
WE BOARV THE “R/@GER. 
FOLLOW MY LEAL...\F AND 
WHEN THE TIME 16 RIGHT." 


“LOOK AT THE 
BRIGHT 4\7E, 
Vea OJANEN...” 


* il 
“..AT LEAST WE WON'T 
pd IN THE PeSERT/” 


MAN? WHAT 
MANNER OF 
BEAST ORE 
YOu?’ 1M AN 
EFRAVAN 
WHO'S THERE? 


SS 


FRAVAN? MORE 
LIKE SOME 
MAGES FAILED 
EXPERIMENT 
TO ME? 


YOU HAVE PROVEN 

YOUR POINT, ROBARAN, 

NOW LET'S SET OUR 
MINS TONARD 


YOU THERE-- 
O/T PRON THE 
SHADOWS! SHOW 

YOURSELF.’ 


NO, JEDIT, 
I'M AFRAID 
THAT (6 NOT 


HUNCING ~ 
GJIORNERSEN 
OF THE ROBARAN 
MERCENARIES, AT 


BWAHAHA.? 
YOU...A 
MERCENARY?! 


STRONGMEART 
WILL SOON BE 
EXTRACTING ME 
FROM THIS FLOATING 
PUNGEON! 


YOU ALLOW 
ME 10 RELIEVE 
YOU OF THIS 


| W TWo OF THESE 
{ WERE FORGED 
BY MY FATHER ¥ iy g 
BEFORE HE WENT | me 
INTO THE LZ 
DESERT... 1 yo 
MOTHER 
REFUBED VERS, 
HE GAVE IT TO 
ME-- TOA 


AREN'T YOU! I'LL ee ce 
THINK ABOUT IT. V But your Sed 
YOU ARE, AFTER BUDDY Slav6\== 7 1 FEGL HIM 
HERE / L DON'T THROUGH THIS 
: Loa | TALISMAN, HUNPING 
4 --l CANT LET 
: YOU HAVE IT, 


BUT IN RETLIRN 
FOR OUR RESCUE, IM 
WILLING 10 WORK FoR 
YOUR ADIRA STRONGHEART! fF 
I AAT PRETTY GOOD ig 
| Wade WITHA BROMPSWORP!, 


thle, 


60 MUCH FOR 
YOUR LITTLE 
RESCUE, SMELLY ! 
THE SAND WARRIORS 


ARE BACKS 
ALREADY .’ 


YOU WOUNP 
Me, OJANEN-- 
THOUGHT YOU WERE ](3S 
A “BELIEVER!” 


HOLPING UP 
ALL RIGHT, YOu 
GRIMY LITTLE 
TROLL? 


08 LHARMING 
AG EVER, AVIRA! 


MY VERY OWN 
WALKIN’ JALATN’, 
CAT GUY! HIS 

NAME Is-- 


JEDIT 
OJANEN. 4 


I'M HERE TO JOIN 
THE ROBARAN 
MERCENARIES ! 


"BUT WY FRIEN \ ag lise ol a Bea 
JOHAN, muBt come 
WITH ME... 


T'V LIKE TO GET y 
OUT OF HERE BEFORE 
MAZEZON HAS 
Our HEAPS / 


“HUNPING-- WOES EVERYONE 
HAVE THESE FLYING BOATS? 


a) 


“WATCH YOUR CLAWS, 
CAT, THESE BALLOOW- 


_ SHIPS ORE COstLY’| \~ C\f Ata LA 
> ee “WE GO 10 THE OPEN 
: CITY PALAIVRA-- LAST 


BASTION OF CIVILIZATION 


“STUCK BETWEEN WARRING filmes 
71/RRAE TO Nor 7 


Y SUST IMAGINE 
THE LOOK ON HAZEZON 
TaMae'S FACE, WHEN HE 


~!K| FINDS OUT IT Was Me 
IS UN\ WHO PLUNPEREP Hib S 
le ” », PRECIOUS SANDRIGGER. ‘ 


mn ALWAYS BID / 
care MoRE FOR HIS 7 
TOYS THAN THE Ff 
LOVE OF A GOOD 


Vy 60,WHERE'D SN 
{ THE FURRY ONE'N'HIS 
FRIENP GO OFF TA? 


HE WENT OFF 
SEEKING SOME 
MISSING KIN, BE 
GOOD IF HE FINS EM, 
I COULV L6E A 


FEW THROW 
' RUGS... of} 
: “THOUGH I MUST 


CONFESS, HI6 STRIPED 
MIPE HAS A CERTAIN 


Hi od “ee 
Hes WORTH . eX 
TOO MUCH TO SL/P THE MINUTE 
h FEV TO THE POGS WE DOCKED. YOUNG AN? 
. OTHIS BURG ! emote 


pescrrtcnaasn 


ON 
“1% HOPE Bod epee N 
6 GETTING WO" 
WHAT HE Sean, 


! SOFTEST FUR I'VE x 
EVER TOUCHED... PO ‘Ge 
ill YOU MIN? ? : 


HIS PALMYRA IS : i CC 
(INCREPIBLE! ay 7 

IT MAKES My 
MEART FEEL LIKE 
ALIVING Beast 4 
WINSIPE ME! € 


OME BACK TO 
THE GLIWLG, 

MY FRIEND. 
EXPERIENCE OLIR 


16 IT THE CITY... 
OR THE SIGHT OF 
THESE LOVELY 

COURTEGANS 
WHATS GOT YOUR 
PULSE RACING? 


COOL YOUR 

FAWS, JEDIT, 

-AVIRAS WAITING f 
FOR 6, 


WHOA. ISN'T THAT 
YOUR PAL, JOMAN-- 
SHAKING HANDS WITH 
A TIRASIAN 
SOLDIER? 


aR 


yeS, THAT'S 
JOHAN, BUT WHAT 
DOE IT MATTER ff 
WHO HE “SMAKES 
\ MANOS ITH? 


_y LIKE BRYCIANS, 

/ TIRASIANS ARE FREE 
TO ROAM PALMYRA'S 
STREES,..BUT NO ONE 
VARES EVEN LOOK AT 
THEIR SOLVIERS THE 
WRONG WAY, MUCH 
L656 GREET aoa? 


4 


HOW LONG 
HAVE YOU AWOWA/ 
b> JOHAN? NOT LONG, A 

5 TWO MOON 7ZIN, 
/ MAYBE 7 


YOU'RE A 
TRUSTING SOUL, 
JEDIT! HE MUST BE 
SOME SORTA TIRASIAN 


JUST LISTEN 0 
WHAT THEYRE 
SAYING... 


(Ge | 


SEPT! THOSE 
SOLDIERS WILL~ 
Le 


WHY WOUL? 
YOU ATTACK MY 


7 


\\ 
LOOKS LIKE 
OUR PLANS HAVE 


JUST BEEN.., 
ACCELERATED. 


1 THOUGHT 
YOU WERE MY 


Le em 
wOUR SHIP 
LEAVES AT 

PUISK YOUR 
HOL INES6! 4 


of 
HOUR'S TIME WILL 
BE MORE THAN 


SUFFICIENT...TO 
SECURE THE 


: y CAT MAN. 


HIS PARENT 
16 S0ME SORT OF 
ZEALOT LEAVER. ¥ 
Hee SONS SEVERED 
HEAP \N\LL UNDER: 
MINE THEIR ° 
MORALE. 


X 


Vg »” 


/ 1 ASSURE YOU, 
OJANEN, I HONOR 
MY FELLOW MEN, 
AND FIGHT FOR THE 

RIGHTS OF MY 


BUT You” 
ARE AN ANIMAL... 
AND IN TAS 


T'VE BEEN ON 
THE RECE/VING 
EN? FOR TOO LONG, 

TRAITOR! ‘ff 


I WILL WOT BE 
RESPONSIBLE FOR 
VA THE SCALIGHTER 

OF MY PEOPLE! ; 


ox 


R IT WAe BLIND FORTUNE MY IF YOU HADN'T COME 
( BEHOLE... 
THE FACE OF THAT I CRASHE? NEAR YOUR 


9 JOHAN! 


Now, arteR CENTURIES, 7 
TO MY AID I WouLp Have LE FINALLY FOUNDA 
HOME, JEPIT OJANEN...1 WAS EJSURELY PER/SHED IN THE) VERVANT WAYSTATION 
TIRED-- WEAK FROM LISING MY A PESERT, HUNDRERS OF My 2 _1O REPLENIGH THE 


SORCERY 10 SEEK A SK Il PEOPLE Have DiED 4}, THRASIAN ARMADA! 
ROUTE OF ATTACK AGAINST SMD TRYING 10 CROSS IT! ZA ae 
ve, JEDIT, YOUR 
NAME WILL BE 


AHOWOREP BY NY \ 
PEOPLE! THE TALKING 
ANIMALS OF EFRAVA 


7 YOUNE JUST 
TAKEN YOUR OWN 


--TME 
LASTS OF 
BOGARDAN! 


Address all letters to: 


To all you loyal fans who have fol- 
lowed the Magic comics from 
their inception, welcome back for 
another dose of adventure, 
intrigue and mayhem. For all you 
new readers who are joining us 


for the first time, welcome to a 


time of Legends! (Don’t worry, 
you get all that other stuff too.) 


“Seek and ye shall find...Ask and 
ye shall receive.” Well, be careful 
~ what you ask for! This book is the 
first in a series of titles chronicling 
the adventures of some of the 
most intriguing characters from 
the Legends expansion set for 
Magic: The Gathering. If you've 
ever wondered how Jedit Ojanen 
came to join the Robaran merce- 
naries, or what unnatural event 


caused the Fallen Angel to tumble 
from the heavens, you’ve come to _ 


the right place. Ever wonder how 


Dakkon got his black blade? Was 


there ever a fifth Elder Dragon? 
What demon created Sol’kanar 
the Swamp King? Well ponder no 
further! These books will open up 
new chapters in the mythology of 
Magic: The Gathering. 


player. 


and 


portray wizards who duel in a 
struggle for dominance, wile try- 


The dueling takes the 


_ spells which do a variety of things. 
_ Players can use spells to summon 


s, cast enchantments, or 
damage to the other 
The first player to knock 
their opponent down from 20 to 
zero life-points, wins. Sound easy? 
Think of it this way. Magic: The 
Gathering is like chess, it only 
takes a few minutes to learn, but it 
takes a lifetime to master. 


The game consists of trading 


cards which represent various 
spells, lands and artifacts. There 
are five different colors of Magic, 
each with its own set of strengths 
weaknesses. Spells and arti- 
ts are powered by mana, the 
rce of all magic on the world 


~ of Dominaria, which by the way, is - 


set in the universe of Dominia. 


destructive. Red is often used for 
direct damage, but it can be quite 
uncontrollable if left unchecked. 


__ Blue magic from the islands uti- 


OK...one more time. For those of 
you unfamiliar with the worldwide 
sensation that is Magic: The 
Gathering, just sit right back, and 
you'll hear a tale... 


Magic: The Gathering continues to 
be the world’s most popular trad- 
ing card game—hands down. The 
premise goes like this: Two players 


lizes the art of deception, control 


and manipulation. Blue is best 


played to frustrate or baffle your 
opponent. 


White magic is derived from the 
plains, and specializes in defense 
and protection. Don’t be fooled 
though, white can do its share of 
damage as well. Forests provide 


- Jeof Vita, Asst. Editor clo ACCLAIM COMICS a seen ft 


The mana for green magic. Green 
is full of creatures and the 
strength of nature herself. It’s 
shortcoming falls in its inability to 
do much damage directly to your 
opponent. Finally, the swamps and 


bogs of Dominia power black 


magic. Black is the magic of death 
and decay. While it can be 
extremely powerful, there is a 
hefty price tag attached. 


Each player creates a deck of 
these cards which they then use 


to do battle. Each deck is cus- 


tomized to fit a particular strate- 
gy. If a player chooses to go right 
for the throat and use mostly 
direct damage, then red is defi- 
nitely the magic of choice. Be 
wary though, strategies that rely 


only on one color can be easily 
~evercome. A combination of 
Strategy, 
bit of 
game will never be played the 
Red magic is the magic of the 
mountains and is fierce, direct and 


and 4 
fat 2 


skill, 
luck 


timing, 
insures 


same way twice. 


Since it’s creation in 1993, there 


have been a number of expansion 
sets added to the game. One of 
the most popular was the Legends 
expansion, which culled the great- 
est warriors, villains, and creatures 
from various points in Dominia’s 
rich history—past, present and 


future! Many of these characters 
form the basis for storylines that 


have been woven into the tapes-__ 
try and mythology of the world, . 
Dominaria. In our Legends mini 
series, the entire Armada team 


will do its best to bring those sto- 
ries to the fore. As an added 
bonus, we're going to try to throw 
in a cool Magic: The Gathering— 
Chronicles card, reprinting a 
Legends character that relates to 
the storyline. This issue, for exam- 
ple, comes packaged with a 
Chronicles card of the series’ mis- 
understood politico, Johan. 


Keep watch next for Legend of 
the Elder Dragons, headed your 
way this December. (Sorry, no 
card in this one—those dragons 
are just too darned powerful to 
give away! The Art Holcomb 
script, Doug Tropea-Wheatley 
pencils and Digital Chameleon 
computer coloring should more 
than make up for it!) This January 
will see the premiere of our first 
Legends prestige format comic, 
Fallen Angel, which reveals the 
gruesome, untold origin of this 
fiery anti-heroine, and her cen- 
turies-long struggle for redemp- 
tion. Fallen Angel is written by 
horror novelist Nancy Collins, and 
painted by the team of Richard 
Kane Ferguson, Dennis Calero 
and Don Perlin.And the book will 
come packaged with a Fallen Angel 
Chronicles card, to boot! 


It doesn’t stop there, however, 
as we move on to Dakkon 
Blackblade on the World of Magic: 
The Gathering, drawn by Rags 
Morales, inked by _ Barbara 
Kaalberg, and computer colored 
by Dennis Calero’s Atomic 
Paintbrush. The prestige format 
comic also comes with a tough-to- 
find Chronicles Dakkon Blackblade 
card! Don’t say we never. gave you 
anything! 


So what do we want in return? 
Simple. Letters. Lots of them. Keep 
writing in. We really do listen to all 
of your input, and truly want to 
make sure that we continue to do 
the best job possible. Thanks in 
advance, and on behalf of the 
entire Armada creative team, | 
hope you enjoy this book! 


gift of sorcery is yours for 
planeswalkers who have been trapped o1 
late world for centuries, Shandalar is a pa 
sures are ripe for the picking. On this 
er can become a god! For the inhabita 
interlopers can only signal impend 
world, however, is not without defe: 
souls who choose to confront tl 
serve their world. Bani Bakur is oni 
to her deity, Kenan Sahrmal, for help. B 
when your god fails you? 


all. The Shandalar miniseries sets up th 
place in the MicroProse game, due for 


duce players and readers to a new cas 
to add to the myth and legend of Magi 


David Quinn, best known for his work ° 
on Marvel’s Dr. Strange, has woven an inv 


work on DC’s Legends of the Dark K. 

Bat received critical acclaim, pencils ai 

to do justice to Bo’s lavish artwork, Digi 
been charged with bringing everything to | 
fying computer color! Finally, as a pre 

ders of Shandalar, the painted cover by 
tures a creature exclusive to the Micro 
game and the comic series—the Astral D. 


‘er right off the bat. This just goes to show 
legendary characters must have crossed 


Hello once again, planeswalkers! Once more, we venture 
into the breach as we take a look at |: the first 
ina series of Armada comic book miniseries highlighting leg- 
endary characters from the multiverse of Dominia. My name 

is Shawn F. Carnes, one of the tried and tested gurus of 
_ Magic: the Gathering here at Wizards of the Coast. | will be he continues to push on. Along the 
here to provide color commentary on the action as well as_ and 
give some interpretation of how the action relates to the hit if i and strong Adira Strongheart. Even with this 
card game, Magic: the Gathering. So, without further delay, clear that Jedit’s journey is a lonely one. To fight 
onward to a : adversity without ever letting go of your 

sep is a legendary character from Magic’s third _goal...is that what makes a Legend? 

expansion, Legends. Legends wai unique in that it intro- In the course of this issue’s action, Jedit is placed against 
duced special cards which can only bi i the machinations of Johan and his quest to destroy his peo- 
a time. The reasoning? Because t i ple. Even though Jedit’s people have essentially forsaken him, 
Jedit cannge abandon them in their time of need, even if they 
it. This attitude, in my opinion, would make a 
of any adventurer. 

One thing’s for sure, every card in Magic: the Gathering 
an tell a story, and the story can become quite detailed and 
omplex as the cards are made to intertwine with one 
another. Hey! That’s a lot like playing the ene of Magic 
itself! - 
Speaking of mo an one card, this issue i: I of crea- 
_ tures that have crossed over from other expansion sets. In 
game terms, it could prove quite useful to mix cards from 
various expansion sets to make as strong a deck as possible. 
_ For the sake of the story, let’s just say that there are many 
adventurers that cross through the planes of Dominaria. 
Sometimes...they bring things with them. 
At the opening of the story, Jedit spots a 
plummeting from sky, bearing a weary traveler on its 
back. The Fire Drake is a flying 1/2 creature from the Dark 


Dominia. 4 Legends, Jedit is a 5/5 creature which costs | 
Blue mana, 2 White mana, and 4 mana of any color.A cast- 
ing cost of 7 mana total is pretty hefty, coupled with the fact 
hat 3 of the 7 mana needed to summon him are color-spe- 


The color-specific drawback is lessened in such a deck main- 
d because the needed mana colors are already there. Keep 


to becoming the Jedit as diced on the ¢ 
some time before he reaches his 5/5 status! : 
One more note to keep in mind...just because character 
like Jedit (or the or : 
that matter—all to be depicted in upcomin; 
called Legends, doesn’t mean that all o} 
take place in the distant past. The Le; 
culled from heroes and villains scat 


and from points across its vast hist "expansion set. The Dr ke has the special ability of “pumping” 
these characters are Legends in the Peking others are itself up +1/+0 at the cost of one red mana. However, this 
Legends yet to be- still others are Legends whose time effect can only ed once per turn. That one red mana 


has come and gon makes the Drake one point stronger for a brief period of 
If you take a look dit’s flavor text on the card, you can _ time. Unfortunately for this Drake, it wasn’t strong enough 
get a general idea of what the mini-series of the comic is _ to survive the travel over the desert wastes of Sukurvia. 
going to be about. The flavor text reads: Also making an appearance in this issue are, quite appro- 
_ priately, The Nomads are 2/2 red cr 
costing one red mana and two mana of any color. they also 
have the special abilities of and are immune to 
damage done by deserts. That ability could have been useful 
to that poor Drake! 
Issue #2. od prove to be quite a blockbuster, especial- 


The great thing about the comics are the developments 
that can be generated from just this bit of flavor text. As we 
read the comic, we see exactly from what station Jedit 
came, and all the people he came into contact with as he happen to Jedit st these creatures as the cat faces dogs 
began his epic adventure. Apparently, he even met some __ for the first time? omething tells me that Jedit will survive, 
other characters from Legends! the leader _ as the saga of Jedit Ojanen is just beginning to unfold! 
of the was mentioned, and Until next time, may your games be the stories of legend 

made his jovial comic book debut in this issue. . 
Savvy Magic players would have pegged the menacing Shawn 


Magic: The Gathering 
Legend of Jedit Ojanen #2 


The epic conclusion to the story of 
how the Cat People of Dominaria 
became Cat Warriors. Armies clash as 
Jedit Ojanen’s desert oasis becomes 
the linchpin in the legendary wizard 
Johan’s scheme to overthrow a 
nation. Even with the help of the 
Robaran Mercenaries, can Jedit’s peo- 
ple survive? 


Playing tips and background on the 
story’s heroes, villains, creatures and 
artifacts will be included in this 
issue’s fascinating back-up material. 
The painted cover is by Tony 
(Starman) Harris. 


Sadly, Jedit Ojanen will be Armada 
Magic painter Mark Csaszar's swan 
song! As a farewell to his fans, Mark 
has created an exquisite Royal 
Assassin pin-up, included in this 
issue. Don’t miss it! 


Elder Dragons — A Magic: 
The Gathering Legend #1 


Deception leads to betrayal as a brash 
warriors Dragon Whelp leads an army 
smack into the burial mound that has 
kept the immensely powerful Eider 
Dragon in suspended animation for cen- 
turies. Once unleashed, no force on 
Dominaria—perhaps not even the myste- 
rious wizard known as the Tickery Man— 
can quell the wrath of Palladia Mors! 


Avatars of Dominaria’s long-forgotten 
past, the Elder Dragons are the most 
powerful creatures in the Legends expan- 
sion, and possibly the most powerful 
cards in all of Magic: The Gathering! 


The series is written by Art Hoicomb, 
best known for his work on episodes of 
Star Trek: The Next Generation. The 
painted cover is by the original Magic 
card artist, Edward Beard, Jr. Shawn 
Carnes’ Seer Analysis will contain tips on 
using Eider Dragon cards in your Magic 
duels. 


Magic: The Gathering 
Shandalar #2 


Lim-Dul’s twisted plot comes to 
fruition in the dark conclusion to this 
two-issue miniseries. Would-be world 
dominators Leshrac and Tevesh Szat 
realize that they've got anotlier thing 
coming, after the nastiest fallen 
Rnight of the Ice Age turns the heroes 
of the new world of Shandalar against 
them. 


David Quinn’s slam-bang conclusion 
to the epic based on the brand new 
Magic: The Gathering world presented 
in next year’s MicroProse CD-ROM 
game. 


Acclaim Comics is working closely 
with MicroProse and Wizards of the 
Coast to insure tight continuity 
between the series and upcoming MTG 
CD-ROM. Featuring Shawn Carnes’ 
Shandalar Seers Analysis, and a cover 
by Zina Saunders. 
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‘Spawn” vs. Violator’: 
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= ‘as eer iS 
Scape Spirit Knight's” 
vengéance: Teleport! 


the fury of the 
“force blast! 
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THE VIDEO GAME 


Infinite powers are yours, but use them at the cost of your soull-As Spawn, you are 
the pawn)in an endless battle between the Mad One’ and the Lerd of Darkness! Your + 


eflemies—Violator, Reddemer; Overtkill—are everywhere! Can ¥éu suryive 17 levels 
of 24-meg madness? Experience combat in the intense gtaphic style ofithe Comic tHat 


Oyértkill’ is smsto Rooftop vengeance! 
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